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WARNINGS 

READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM 

EPILEPSY WARNING 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
backgrounds on a television screen or while playing video games may induce an 
epileptic seizure in these individuals. Certain conditions may induce undetected 
epileptic symptoms even in persons who have no history of prior seizures or 
epilepsy. If you, or anyone in your family, has an epileptic condition, consult your 
physician prior to playing. If you experience any of the following symptoms while 
playing a video game - dizziness, altered vision, eye or muscle twitches, disorientation, 
loss of awareness, any Involuntary movement or convulsions - IMMEDIATELY 
discontinue use and consult your physician before resuming play. 

PROJECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture-tube damage or mark the 
phosphor of the CRT. Avoid repeated or extended use of video games on 
large-screen projection televisions. 

SEGA SATURN VIDEO GAME USE 

This CD-ROM can only be used with the Sega Saturn system. Do not attempt to 
play this CD-ROM on any other CD player; doing so may damage the headphones 
and speakers.This game is licensed by Sega for home play on the Sega Saturn 
system only. Unauthorized copying, reproduction, rental, public performance or 
broadcast of this game is a violation of applicable laws.The characters and events 
portrayed in this game are purely fictional. Any similarity to other persons, living or 
dead, is purely coincidental. 

HANDLING YOUR COMPACT DISC 

□ The Sega Saturn compact disc is intended for use exclusively 
on the Sega Saturn system. 

□ Avoid bending the disc. Do not touch, smudge or scratch its surface. 

Do not leave the disc in direct sunlight or near a radiator or other 
source of heat. 

□ Always store the disc in its protective case. 

ESRB RATING 

This product has been rated by the Entertainment Software Rating board. For 
information about the ESRB rating, or to comment about the appropriateness of the 
rating, please contact the ESRB at 1-800-771-3772. 


For Die HardTrilogy game hints, tips and tricks presented by Fox Interactive of 
Los Angeles, California call I -900-CALL4FOX. $.80 per minute, touchtone phone. 
If you are under 1 8, have your parents’ permission before making the call. 


This official seal is your assurance that this product meets the highest 
quality standards of SEGA™. Buy games and accessories with this seal to 
be sure that they are compatible with the SEGA™ SATURN System. 
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CONTENTS 





Set up your Sega Saturn™ game console according to the instructions 
in its Instruction Manual. Make sure the Sega Saturn™ power is off before 
inserting or removing a compact disc. Insert the Die Hard Trilogy disc and 
close the CD door. Insert game controllers and turn on the Sega Saturn™ 
game console. Follow on-screen Instructions to start a game. 
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Introduction 


They’re intelligent. Highly-trained. And they kill without 
remorse. They’re a team of vicious international terrorists and unless 
their demands are met, hundreds of innocent lives will be lost. 
Hostages have been taken. Explosives set. Now, from the glass 
and-steel labyrinth of the Nakatomi Plaza high-rise to the crowded 
terminals ofWashington/Dulles airport to the mean streets 
of New York City, timers tick down the seconds until the bombs 
detonate, creating an inferno of twisted wreckage and mangled bodies. 

The situation looks hopeless. 

Except for one factor the terrorists never planned on. 
Detective John McClane. A cop with the determination of a Pit Bull 
and the bad habit of always being in the wrong place at the wrong time. 

It’s up to you to help McClane wipe out the terrorists, find 
and free the hostages, and defuse the bombs before it’s too late. You’ll 
need brains, skill, and a little help from some of the most deadly 
weapons a cold-blooded terrorist or hero cop ever laid hands on. 

Not to mention, the guts to take on impossible odds and come 
out on top - or die trying. 
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Getting Started 

Insert the Die Hard Trilogy Disc into the Sega Saturn™ console and 
close the CD door. Insert game controller and turn on the Sega Saturn™ 
game console. After a few moments, the title screen will appear. 


TITLE SCREEN 



• When the game begins, you’ll see icons representing the three , 
different games: Die Hard, Die Hard 1: Die Harder and 

Die Hard With A Vengeance. 

• Press the LEFT or RIGHT Direction Buttons on your controller 
until the icon you want is at the front of the screen. 

• Press START to load that game. 

• Press X to display the MAIN OPTIONS SCREEN. 

• Press UP or DOWN to change the slot in use. Die Hard Trilogy 
uses one system memory file that contains 8 slots. Each slot holds 
one complete save for Die Hard 1 , 2 and 3. 
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MAIN OPTIONS MENU - 

The following are all of the options displayed when X is pressed. 



From this screen you can change things like Music Volume, Sound Effects 
Volume and Memory Control Options. 

• Press the UP or DOWN Direction Buttons to highlight the 
Option you want. 

■ Press A or use the LEFT or RIGHT Direction Buttons to select. 
Music Use left and right to adjust volume slider. 

SFX Use left and right to adjust volume slider. 




DIE HARD 
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Memory Control Option 

Use this option to load and save games as well as to copy information 
from one slot to another. Die Hard Trilogy utilizes a unique method of 
loading and saving games that allows 8 separate game positions to be 
loaded at once. These 8 save positions are called slots. 

Load from backup memory - If you have a backup cartridge, 
you will then be prompted to choose to load from system memory 
or backup cartridge. If you have a Die Hard Trilogy game saved 
in the system memory, it will be loaded automatically when 
Die Hard Trilogy boots. 

Save to backup memory - If you have a backup cartridge, you will 
then be prompted to choose to save to system memory or a backup 
cartridge. This will save all 8 slots, overwriting whatever save is already 
present in system memory or the cartridge. 

Remove from backup memory - This option will allow you to 
remove your Die Hard Trilogy save file from system memory or a 
backup cartridge. 

Clear all slots - This option will clear all 8 slots In ram. 

Note: this will not affect the system memory or the backup cartridge. 

Copy from/to - Use these options to copy the information 
in one slot to another. 

Clear slot - Use this option to clear a single slot. 

Hardest Score - Displays all high scores for each game. 

Press left/right to change game. 

Blood - Slider that changes the level of gore in the game 
Credits - Displays the credits. 

Audio - Allows switching of audio from stereo to mono. 
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Die Hard 


Nakatomi Plaza: The Objective 

You are in the parking garage of Nakatomi Plaza, a Los Angeles 
skyscraper wired to explode. Above you, there are 19 more floors, 
crawling with terrorists.They’re out to steal millions in negotiable bonds 
held in the Nakatomi Corporation’s safe, and they won’t hesitate to kill 
hundreds of hostages in the process. 

Now, you’ve got to fight your way up, floor-by-floor, to the 
rooftop- searching hallways, office suites, the grand ballroom and even 
floors under construction - killing all the terrorists and rescuing as many 
hostages as possible along the way. 

Oh, one more thing. Once you kill the last terrorist on each 
floor, a bomb is activated. It will appear on your map as a flashing dot, get 
to it in time and you’ll automatically move to the next floor. Don’t, and 
Nakatomi Plaza will be obliterated. So get ready. John McClane is about 
to begin what could be the wildest - or the last - Christmas of his life. 
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CONTROLS 


■ili 




Action 

Moves character 
Fire primary weapon 
Throw grenade 
Change grenade 
Roll Left 
Jump 
Roll Right 
Side step left 
Side step right 
PAUSE game/Options 


Controllei- 

D-Pad 

A 

B 

C 

X 

Y 

Z 

Button L 
Button R 
START 


•r 
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To free a hostage: Walk up and touch them. They’ll find their own 
way out. Note that hostages can still be killed if their path takes them 
into the crossfire. 


ON-SCREEN INFORMATION 


SECONDARY PRIMARY HOSTAGES 

HEALTH LIVES WEAPON SCORE WEAPON KILLED/RESCUED 


1 t f t A' 


TERRORISTS 
ALIVE ON LEVEL 


TERRORIST 

GUNSIGHT 



RADAR 


MCCLANE 


Terrorist Gunsight: When you see McClane here, it means a terrorist 
is targeting him. The red arrow shows the direction of the attack. 

End of Level Bomb LED: Appears when the final terrorist on each 
level has been killed. Get to it before the LED reaches zero, or you and 
Nakatomi Plaza will be vaporized. 

Radar Screen:The radar screen will show you a map of the level with 
the following information. 


I' 

I 


' 


BLUE SQUARE 
YELLOW SQUARE 
RED SQUARE 
FLASHING RED CIRCLE 


Hostage 

Pick-up 

Terrorist 

End of level bomb 
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DIE HARD 


E HARD 



WEAPONS 

When the game begins, McClane carries only his police-issue 
1 5-shot automatic - hey, he came to Nakatomi Plaza to visit his wife, 
not take on an army.This is his default weapon. It has an infinite supply 
of ammunition, BUT after 1 5 shots, you must fire once more (that CLICK 
means, your magazine is empty) before the pistol automatically reloads. 

There are more powerful weapons and explosives in the form of pickups, 
dropped by dead terrorists or hidden around the levels. Walking over a 
weapon adds it to your arsenal. McClane keeps only his pistol and the last 
weapon he collected (he simply cannot weigh himself down with too many 
weapons). Grenades and other explosives in your arsenal are selectable 
before use. 

Pistol: McClane’s default weapon. Reloads 
automatically after each 1 5-shot clip 
is fired empty. 


Shotgun: A powerful weapon. Reload is slow. 


Shotgun with explosive shells. 
Use with caution, can be deadly. 

Assault Rifle: Very deadly 
with high-power 7.62mm bullets. 


M60 Machine Gun: Belt fed machine gun. 
Very powerful. 


MP5 Sub-Machine Gun: A small, hand-held 
weapon, firing 9mm ammunition. 
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PICKUPS 

How can you fight terrorists if you’re wounded, bloody or in 
need of a hot dog? Keep your eyes open for pickups.They may be 
in the open, dropped by terrorists or found in boxes. In the later 
stages of the game McClane will be given opportunities to 
collect extra lives by saving hostages from execution. 






Cola, Drinks, Hot dogs, etc.: Items 
help replenish McClane’s health level. 


First Aid Pack: A larger health boost. 


Medical Kit: Can take care of 
major damage. 


Bullet Proof Vest: Provides good 
protection while it lasts. 


Grenades: Explosion is capable of killing multiple 
terrorists, breaking glass, knocking down doors 
and partitions. 


Smoke Grenade: Will disorient terrorists and 
obscure their vision long enough to cover an 
attack or evasive action. 


Flash Bang grenade: Stuns any terrorist within 
range of the grenade for a short period of time. 






DIE HARD 


LEVELS 

Enter the building from the dark, dangerous underground Garage 
and try to make it through Reception. Battle through terrorist-filled 
offices to the machinery-filled Maintenance Levels. Crash the party in 
the ballroom, or meander through temporary partitions on the Construction 
Levels. Hide in the boardroom of the Executive Level, or root out the 
Hostages In the vault. Wind your way through Nakatomi Plaza until you 
reach the Computer levels, treacherous with broken glass scattered 
everywhere, home to the strangest, most heavily armed bosses, 
surrounded by their henchmen. 

If you’ve been good and rescued the Hostages, you’ll earn a bonus trip 
to the rooftop. Here, whilst picking off snipers and escorting the hostages to 
the escape Chopper, you can gain numerous rewards - if you can find them 
before the last Hostage escapes. Yippie-Ki-Yay! 

BONUS SCREEN 

You’ve killed the terrorists, faced the Bosses, saved some 
hostages and made it to the elevator before the Level Bomb 
exploded. Here’s where you relax and get your reward. Until the 
elevator doors open on the next level, that is. Yippie-Ki-Yay! 
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Die Hard 2: Die Harder 


Washington/Dulles Airport: The Objective 

If you’re New York cop John McClane, there’s got to be one 
thing you’re asking yourself as you arrive at Washington/Dulles Airport 
to pick up your wife: Why does this always happen to me? The place is 
crawling with terrorists. They’ve come to rescue a South American 
dictator - and drug kingpin who’s being flown to the U.S. to stand trial. 
And you walked into the middle of the plot. 

You see all the action through McClane’s eyes, as he races 
through the terminal annihilating terrorists - but hopefully not civilians 
and hostages. From the concourse to the New Annex. From the runway 
to the surrounding countryside. On foot. By snowmobile. Even by 
helicopter, the chase continues with rapid-fire speed, until you 
bring down the terrorist escape plane. 


CONTROLS 

The program will control McClane’s movement through the game, 
scrolling from one area to the next, starting, stopping or moving continuously as 
needed. You control McClane’s weapons, aiming, firing, and throwing explosives. 

Aim by moving the CROSS-HAIR on the screen with Direction 
Buttons. The AUTO ZOOM will zoom In on the view in the Cross Hair for 
more accurate aiming. REMEMBER, the action extends past the edges of the 
screen. An ARROW on the outer edge of the Cross-Hair will point to 
terrorists lurking just out of sight. Moving the Cross-Hair to the edge of the 
screen will cause McClane to turn his head and bring this area into view. 


Controller 

D-Pad 

A 

B 

C 

X 

Y 

Z 



Fire weapon 
Fire rocket 
Throw grenade 
NOT USED 
NOT USED 
NOT USED 


Button L Reload 

Button R Speed 

Start PAUSE game/Options 

To pick up a weapon or an object, position item in the Cross-Hair 

and shoot once. 
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Gun 

Trigger 
Start + Trigger 
Start 



Rocket 

Grenade 


When Die Hard 2 is being played with the Stunner or the Mouse, a 
standard control pad must always be inserted in control port I to access 
menus. The Stunner or the Mouse must be inserted in control port 2 to 
control the game. 


ON-SCREEN INFORMATION 




ROCKETS RED TARGET SCORE CROSS-HAIR 

GRENADES 


LIVES 


AMMO CUP 



Blue Target Circle: Highlights any person onscreen who has a gun. ; 

Red Target Circle: Means you’ve been targeted by a terrorist. The 
outer arrow shows the direction of the threat. When the two arrows on 
the target line up, the enemy will shoot. If more than one enemy is on 
screen, the Red Target Circle highlights the one who will shoot first. 

• If you’re hit, the screen turns red. i 
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WEAPONS 

If you’ve been to an airport lately, you know how tense Security gets 
when you walk in with lots of heavy weapons. Which is why, when the 
game begins, McClane carries only his police-issue 15-shot automatic. He 
may find a second pistol, in which case he will carry both at once, doubling 
his firepower.These are his default weapons.They have an infinite supply 
of ammunition, BUT when empty you must push RELOAD for a fresh clip. 

There are more powerful weapons and explosives in the form 
of pickups, dropped by dead terrorists or hidden around the levels. 

Fire at a weapon to pick it up. When a weapon runs out of ammo 
or McClane picks up a new weapon, the old one is dropped. (With the 
exception of the pistols). However, if a player is given a weapon as a 
he will default to this weapon from then on. 

AK47 Machine Gun 

RPG Rocket: Creates a huge radius of destruction. 

Fragmentation Grenade: Creates a smaller radius 
of destruction than the rocket. 

Information on the following high powered weapons; the Pistol, 12 
Gauge Shotgun, and MP5 Sub-Machine Gun can be found in the Die Hard 
weapons list on page 1 0. 

PICKUPS 

Every hit McClane takes weakens him, so watch for Pickups that may be 
in view, hidden or dropped when a Terrorist dies. Grab Pickups by lining 
them up in the Cross-Hair and shooting them once. 

Medical Kit: Can take care of major damage. 



“Good Cop Bonus” 
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LEVELS 



The onslaught begins upon your arrival at Dulles Airport’s Main Terminal. 
Terrorists besiege you from all sides as you blast your way to the Terminal’s 
New Wing, still under construction, and into the cold, damp Tunnel that runs 
beneath the Runway. After a long battle around the jet, you battle your way 
into the Plane Interior until you reach the cockpit. If you manage to escape 
alive, you parachute into the Church and its surrounding woods. 

Make it out of this unholy terror and you’ll find yourself engaged in 
the high-speed Scooter chase on snowmobile. Slaughter the cold-blooded 
terrorists as you slalom through the blinding snow and you’re ready to 
board a chopper. 

Your final mission: Plane intercept. If you thought the snowmobile was 
a rough ride, just wait until you’re trying to target the four jet engines in 
buffeting winds at 1 2,000 feet. 



BONUS SCREEN 


If McClane flies the unfriendly skies successfully, here’s where you’ll 
see the results. Bonus points are awarded for the number of Terrorists 
killed to Hostages saved and remaining health. 
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D I E HARD 





Die Hard With A Vengeance 

New York City: The Objective 

New York, New York. If you can make it here, 
you’ll make it anywhere - and if you can’t, half of Manhattan will 
disappear in a blinding flash. 

This time, it’s a gang of terrorists led by the twisted genius, Simon. 
They’ve stashed bombs throughout the city to cover a multi-billion dollar 
heist. And Simon says, John McClane is the only one who can defuse them. 
But the clock is ticking. 

It’s a test of your nerves and your driving skills, as you and your 
reluctant partner, Zeus, seek out and commandeer more than fifteen 
different vehicles, stomp the pedal down and go. Blaze through the 
traffic-choked streets of Chinatown in a high-powered sports car. Scatter 
some skaters in Central Park, in a dump truck. Grab a cab and drive it 
right into the subway system. Whatever you do, you’ve got to get to the 
next bomb and run it over before it detonates.Then, outrun the terrorists 
before they escape. 
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CONTROLS 



Action 

Steer car 

Accelerator 

Turbo 

Horn 

Brake 

View 

View 

Tight turn Left 
Tight turn Right 
PAUSE game/Options 


Controller 

D-Pad 

A 

B 

C 

X 

Y 

Z 

Button L 
Button R 
Start 


You can swap vehicles in any specially-marked Parking Lot. 

Once you pull in, the change is made automatically and game control 
returns to you. 


ON-SCREEN INFORMATION 





BOMB DIRECTION 

COMPASS 

SCORE 


INDICATOR . 



1 

(RED) 


i 





j 

PARKING LOT 

INDICATOR 

(BLUE) 


y- 






1 ,'. 


Ml 


TIME TO DETONATION 



TURBO 


I 


• Follow the RED ARROW on the Compass to the nearest Bomb. 

• Follow the BLUE ARROW on the Compass to the nearest 
Parking Lot to change cars. 

■ Depending on the View you choose, you’ll either be looking out 
the windshield from McClane’s point-of-view, or trailing slightly 
above and behind your vehicle. 

• BOMBS are indicated by a RED TARGET. Drive over to defuse it. 

• You will have to hit the BOMB CAR a few times to destroy it. 

• The clock enlarges to full screen as time runs down to the last 
5 seconds. 

• In sections of the game when you’re pursuing a Terrorist vehicle 
through the subway, a Scanner will appear, mapping your position. 

VEHICLES 

McClane starts out driving a TAXI. As the game progresses, you’ll have 
the chance to try out dozens of other vehicles. Each offers different handling, 
speed, acceleration, braking, weight and skid capabilities. A skillful driver can 
learn to execute some incredible stunt maneuvers. 
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Time: Gives McClane more time and a better 
chance to reach the next bomb. 

Turbo: Activate with the B key. 

Launch: Drive over these mini-bombs to 
catch some air. 

Points: Extra points. 

EMS: Summons an ambulance. 

Perfect when you’re stuck in heavy traffic. 


Peel out of Harlem, past that famous New York landmark- 
piles of garbage bags on the sidewalk- and get on the Subway System 
with its dark maze of tunnels. Look out for oncoming trains! Get off in 
Central Park and turn on Central Park Drive, where you’ll quickly see if a 
taxi makes a good off-road vehicle. Make it past the traffic lights 
of West Side Highway and it’s welcome to Chinatown.The one-way streets 
are clogged with pedestrians and market stalls, but you can always use the 
sidewalks. 

Challenge your driving skills in the Financial District as you race 
through Wall Street rush hour. When you hit The Aqueduct, an enclosed 
tunnel brings you face-to-face with the City’s most numerous residents: 

Rats. Survive this dockside obstacle course and it’s the Finale: a white-knuckle 
chase with mad Simon himself. 

BONUS SCREEN 

You drove at top speed through Manhattan, ignoring traffic lights, 
pedestrians and public property. You raced down dark subway tunnels, 
insanely Ignoring the threat of oncoming trains. 

Either you’re a New York cabbie who just finished an average day’s work, 
or you successfully completed a level in DIE HARD WITH A VENGEANCE 
and you’re ready for your bonus points. Points are added for safety (margin), 
citizens saved, car damage and time remaining. 


PICKUPS 



LEVELS 
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LIMITED WARRANTY 


NOTICE: 

Fox Interactive, Inc. (“FOX”) reserves the right to make changes in the product described in the 
manual at any time and without notice. The enclosed software product and this manual are 
copyrighted and all rights are reserved by Fox, Twentieth Century Fox Home Entertainment, Inc. 
and/or Twentieth Century Fox Film Corporation. No part of this product manual may be copied, 
reproduced or translated in any form or medium without the prior written consent of Fox. 

Fox warrants to the original purchaser of this software product that the medium on which the 
computer program is recorded is free from defects in material and workmanship for a period of 
ninety (90) days from the date of purchase. If a defect covered by this warranty occurs during 
the 90-day warranty period, simply return the product in its original packaging to the retailer 
from which you purchased it along with dated proof of purchase (such as your store receipt) 
and the product will be repaired or replaced, at Fox’s option, at no charge to you (except for the 
cost of returning the product). Call 1-303-369-8324 for additional information and instructions 
on how CO return your product. 

TIIISWARKANTY IS NOT APPLICABLE TO NORMAL WEAR AND TEAR OR FOR 
PROBLEMS RELATED TO OPERATING SYSTEM INCOMPATIBILITY. THISWARRANTY 
SI lALL NOT BE APPLICABLE IF A DEFECT ARISES OUT OF ABUSE, UNREASONABLE USE, 
MISTREATMENT OR NEGLECT OF THE SOFTWARE PRODUCT. THISWARRANTY IS 
IN linu OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR 
IMPI IFD, ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FORA 
PARIICULAR PURPOSE ARE HEREBY EXCLUDED. THISWARRANTY IS LIMITED TO THE 
90-DAY PERIOD DESCRIBED ABOVE AND IN NO EVENT WILL FOX BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF 
ANY EXPRESS OR IMPLIED WARRANTIES RELATING TO THE SOFTWARE PRODUCT. 

I he provisions of this warranty are valid in the United States and Canada only. Some states/provinces 
do not allow limitations on how long an implied warranty lasts or exclusion of consequential or 
Inclderttal damages, so the above limitations and exclusion may not apply to you. This warranty 
gives you specific legal rights, and you also have other rights which may vary from location to 
location. Address all correspondence regarding this Fox software product to: 

Fox Interactive, Inc. Warranty Department 

RO. Box 900 

Beverly Hills, CA 90213-0900 

REPAIRS AFTER EXPIRATION OF WARRANTY: 

If your Fox software product develops problems after the 90-day warranty period, you may 
contact Fox at I -303-369-8324. If the Fox customer service technician is unable to solve the 
problem by phone, you will be instructed to return your defective software product to Fox. 
Return the defective software product, freight prepaid, to Fox at the address above, “Attention: 
Customer Service”. Enclose a check or money order for $20.00 payable to “Fox Interactive, Inc.” 
Fox will, at its option, subject to the conditions above, repair the software or replace it with a 
now or repaired software. If replacement software is not available, the defective software will 
bo returned and the $20.00 payment refunded. 


Patents: U.S. Nos. 5,37 1 ,792/4,442,486/4,454,594/4,462,076; Europe Nos. 80244; 

Canada Nos. 1,1 83,276; Hong Kong No. 88-4302; Singapore No. 88- 1 55; U.K. No. 1 ,535,999 


